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Introduction 


There  has  been  considerable  growth  in  gambling  in  North  America  over  the  past  few  years.  While 
gambling  has  deep  roots  in  some  cultures,  it  has  only  recently  become  socially  acceptable,  readily 
available  and  easily  accessible  throughout  many  communities.  Its  acceptance  has  been  widespread  and 
has  had  an  impact  not  only  on  adult  gambling  behavior,  but  also  on  that  of  their  children. 

Given  teens’  exposure  to  gambling,  it  is  not  surprising  that  recent  studies  of  adolescents  and  gambling 
reveal  that  there  is  a great  deal  of  wagering  going  on  among  teens.  They  see  gambling  as  a way  to 
make  their  games  and  recreation  more  fun,  a way  to  enhance  the  challenge.  Much  of  the  gambling  is 
informal  wagering  among  friends,  but  there  is  also  participation  in  licensed  formats  such  as  sports 
betting  and  ticket  lotteries. 

Teens  who  gamble  at  a level  that  causes  problems  are  likely  to  come  from  homes  where  gambling  is  a 
conspicuous  activity,  the  major  focus  of  recreation  for  one  or  both  parents.  Adolescent  problem 
gamblers  are  also  more  likely  to  have  had  early  gambling  experience,  often  in  the  company  of  a parent 
or  someone  else  they  loved  or  admired. 

It  is  important  that  youth  receive  information  that  will  help  them  understand  that  gambling  is  a 
behavior  that  carries  some  risk-risk  beyond  that  of  losing  a dollar  or  two  on  a single  game.  The 
greater  risk  is  that  teens  who  see  wagering  as  a normal  part  of  their  day-to-day  recreation  may  carry 
that  behavior  over  to  adulthood,  when  they  have  greater  income,  access  to  credit  and  easy  entry  to 
gambling  venues-a  situation  which  can  lead  to  serious  financial  and  emotional  problems  for  them  and 
their  families. 

Key  Focus  Points 

• 2 out  of  3 teens  gamble 

• Much  of  their  gambling  is  in  the  form  of  informal  wagering  with  friends 

• Teens  with  gambling  problems  are  likely  to  have  had  early  gambling  experience,  often  by  the  age 
of  10  and  often  with  someone  they  loved  or  admired,  such  as  a parent  or  close  relative 

• Adolescent  problem  gamblers  are  more  likely  to  be  male  than  female 

• Teens’  top  three  reasons  for  gambling  are  fun,  excitement,  and  to  win  money 

Objectives  of  the  Video 

• To  engage  the  viewer 

• To  raise  adolescent  awareness  of  problem  gambling 

• To  raise  adolescent  awareness  of  adolescent  problem  gambling 

• To  encourage  self-assessment  of  gambling  involvement 

• To  raise  awareness  of  community  resources  available  to  assist  adolescents  affected  by  gambling 

Objectives  of  the  Discussion  Guide 

• To  support  classroom  use  of  the  Spare  Time,  Spare  Cash  video 

• To  evoke  students’  diverse  attitudes  and  experiences  related  to  gambling 
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• To  provide  teachers  with  tools  to  facilitate  student  discussion  of  gambling,  problem  gambling  and 
related  issues 

• To  support  selected  Alberta  Education  curriculum  objectives 

Options  for  Using  the  Video  in  the  Classroom 

The  video  Spare  Time,  Spare  Cash  with  the  accompanying  Diseussion  Guide  is  designed  for  use  in 
the  classroom  across  grades  7,  8 and  9.  The  Diseussion  Guide  is  designed  to  help  teachers  make 
choices  about  how  they  use  the  video  with  students  in  various  subject  areas.  Teachers  should  make 
decisions  about  where  they  feel  the  video  best  fits  the  needs  and  interests  of  their  students.  The 
Diseussion  Guide  can  also  be  used  to  support  an  integrated  approach  to  teaching  any  combination 
of  the  specified  subject  areas. 

Options  for  implementation  include  using  the  video  and  Discussion  Guide: 

• in  one  subject  area  at  one  grade  level 

• in  one  subject  area  across  grade  levels 

• in  two  or  more  subject  areas  at  one  grade  level 

• in  two  or  more  subject  areas  across  grade  levels 

Important  Note  to  Teachers 

Some  Grade  8 and/or  Grade  9 Students  may  have  viewed  the  video  and  completed  activities  from  this 
Discussion  Guide  in  previous  grades.  An  introductory  activity,  such  as  the  KWL  chart  suggested  in  the 
first  section,  is  helpful  in  assessing  students’  prior  knowledge  and  experiences  with  the  video  and 
Discussion  Guide  activities.  Teachers  may  want  to  introduce  the  video  by  asking  students  if  they  have 
seen  it  and  what  they  remember  from  it.  A list  of  questions  that  students  still  have  may  be  generated 
and  can  be  used  to  choose  further  activities  from  this  Discussion  Guide. 
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Curriculum  Correlation 

The  Alberta  Junior  High  School  Program  of  Studies 


The  content  and  activities  in  the  video  Spare  Time,  Spare  Cash  and  this  accompanying 
Discussion  Guide  are  built  around  curriculum  objectives  from  the  Alberta  program  of  studies  in 
Health,  Language  Arts  and  Ethics.  Although  gambling  is  not  specifically  an  area  of  focus  for  curricular 
objectives  in  these  areas,  looldng  at  the  influence  of  peers  and  family  on  activities,  as  well  as  the 
influence  of  the  media  on  decision-making  fits  in  well  with  the  context  of  the  video  and  provides  a 
link  to  curriculum  in  Health,  Language  Arts  and  Ethics.  The  following  themes  provide  some 
suggestions  for  focus  points  to  build  a mini-unit  or  series  of  lessons  around  the  topic  of  gambling  in 
each  of  these  subject  areas: 

Health:  Relationships 

Friends  and  family  can  influence  our  choice  of  activities  and  our  involvement  in  recreational  pastimes. 
They  can  also  have  an  impact  on  the  habits  we  develop.  Spare  Time,  Spare  Cash  focuses  on  some 
gambling  activities  teens  are  involved  in  with  their  friends. 

Ethics:  Winning  and  Losing 

Winning  and  losing  are  part  of  any  competitive  situation.  Teens  who  gamble  often  see  the  competitive 
aspect  of  gambling  as  fun  and  exciting.  The  feelings  generated  by  winning  and  losing  in  a gambling 
situation  are  similar  to  those  experienced  in  competitive  sports. 

Language  Arts:  Messages  and  Media  Influenees 

The  media  can  often  influence  our  perceptions  and  decision-making.  Images  of  winning,  success  and 
even  failure  are  often  associated  with  lifestyle  choices.  Advertising  techniques  and  visual  messages  are 
used  to  promote  messages  about  gambling  that  are  not  always  accurate. 
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Health  Theme  II:  Relating  to  Others 

Grade  7:  Understanding  and  appreciating  relationships  with  friends 

Content:  Peers/  Influence  of  Friends 

Grade  8:  Understanding  basic  group  processes  and  the  importance  of  belonging 

to  a group 

Content:  Peers/  Peer  Groups,  Peer  Influence 

Grade  9:  Appreciating  that  family  members  influence  the  lives  of  each  other 

Content:  Family/  Influence  of  Unexpected  Events  on  the  Family 

Ethics  Module:  Winning  and  Losing 

• Values  to  be  emphasized:  Fairness/Justice,  Loyalty 

• Demonstrate  understanding  of  the  different  perceptions  of  winning  in  the  community 

• Develop  respect  for  the  feelings  of  self  and  others  in  winning  or  losing  situations 

Language  Arts:  Evaluating  reality  in  media  products 

Grade  7:  Recognize  the  difference  between  fact  and  fantasy  in  media  portrayal 

of  everyday  life 

Grade  8:  Recognize,  interpret  and  evaluate  the  effects  on  the  viewer  of 

idealization  and  distortion  in  media  productions 

Understand  that  manipulative  devices  such  as  color,  lighting, 
perspective  are  used  to  influence  the  viewer 

Grade  9:  Recognize,  interpret  and  evaluate  idealization  in  advertising  and 

understand  how  it  strongly  affects  the  visual  message 

Options  for  implementing  with  Community  Groups 

The  activities  in  this  Discussion  Guide  can  be  implemented  with  community  youth  groups.  Workshop 
leaders  can  make  choices  that  best  meet  the  needs  of  their  target  audiences.  Activities  can  be  selected 
to  correspond  to  the  segments  of  the  video  that  are  used  with  the  group. 

Activities 

The  Discussion  Guide  contents  are  structured  around  three  segments  in  the  video  Spare  Time,  Spare 
Cash  and  focus  on  the  development  of  curricular  objectives  from  each  of  the  three  subject  areas 
(Health,  Language  Arts  and  Ethics)  and  grade  levels  seven  to  nine.  Each  video  segment  can  be  used 
separately,  or  you  may  choose  to  use  the  video  as  a whole.  Within  each  segment,  activities  are  cross 
referenced  to  objectives  in  each  subject  area.  Specific  grade  level  focus  activities  are  provided  for  both 
prc-  and  post-viewing. 

Choose  from  or  adapt  any  of  the  following  activities  so  that  they  best  meet  the  needs  of  your  group. 
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The  Bet 

Estimated  Time:  Two  or  three  45-minute  ciasses 

^PRE-VIEWING  FOCUS 

The  students  will... 

• focus  on  what  is  gambling  and  what  the 
students  consider  gambling  to  be 

• define  gambling 

• brainstorm  types  of  gambling  activities  (what 
students  have  seen  around  them  and/or 
experienced) 

• start  a KWL  chart  (What  I Know,  What  I Want 
to  Know,  What  I Learned) 

^VIEWING  FOCUS 

The  students  will  look  at  the  following  concepts 
and  issues... 

• gambling 

• gambling  experiences  and  activities 

• family  and  friends 

• the  role  of  chance  in  gambling 

• the  role  of  skill  in  gambling 

^ POST-VIEWING  FOCUS 

The  students  will... 

• react  to  the  video  content  through  a think- 
pair- share  activity 

• research  the  role  of  chance  and  the  odds 

• examine  the  difference  between  skill  and  luck 

• look  at  the  role  of  friends,  peer  group  and 
family  in  influencing  decision-making 


Curriculum  Fit 


Health  Theme  II:  Kdntin£fto  Others 

Grade  7:  Understanding  and  appreciating  relationships  with  friends 
Content:  Peers/  Influence  of  friends 

Grade  8:  Understanding  basic  group  processes  and  the  importance  of  belonging  to  a group 
Content:  Peers/  Peer  Groups,  Peer  Influence 

Grade  9:  Appreciating  that  family  members  influence  the  lives  of  each  other 
Content:  Family/  Influence  of  Unexpected  Events  on  the  Family 


Materials  Needed 


Spare  Time.  Spare  Cash  video,  cued  to  Segment  One 
Student  Resource  1 (class  set) 

Deck  of  52  playing  cards 
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Pre-viewing  Activities 


Student 
Resource  1 


KWL  Chart 

Distribute  Student  Resource  1 and  have  students  create  their  own  KWL  chart  about 
gambling.  Have  them  indicate  What  I Know,  What  I Want  to  Know,  and  leave  the 
What  I Learned  section  to  complete  later. 

Blackboard  Share 

Put  the  word  “gambling”  in  the  center  of  the  blackboard.  Have  students  work  in  small 
groups  and  verbally  brainstorm  any  experiences  or  definitions  of  what  they  think 
gambling  is.  Have  one  student  from  each  group  record  the  group’s  ideas  on  the  board 
as  they  are  generated.  Ideas  can  be  recorded  as  words,  phrases,  sentences,  drawings  or 
even  cartoons.  Discuss  the  results  with  the  class.  Ask  students  to  explain  or  expand  on 
any  of  the  points  they  have  recorded.  Be  sensitive  to  those  students  who  may  not  wish 
to  discuss  experiences  with  the  rest  of  the  class. 

Word  Web 

Have  each  student  use  the  class  ideas  from  the  previous  activity  to  create  their  own 
word  web  on  gambling.  Tell  students  to  put  the  phrase  “Gambling  is...”  in  the  middle 
of  a blank  paper  and  complete  the  sentence  in  as  many  ways  as  they  can.  Students  can 
be  reminded  to  use  both  words  and  pictures  in  their  webs. 

Class  Discussion 

Discuss  with  students  that  gambling  is  the  act  of  risking  money,  property  or  something 
of  value  on  an  activity  with  an  uncertain  outcome.  Discuss  how  perceptions  of 
gambling  can  be  affected  by,  and  affect,  our  relationships  with  others  around  us. 
Acknowledge  that  gambling  is  not  an  accepted  from  of  recreation  in  all  cultures  and 
that  some  members  of  the  class  may  have  quite  different  views  or  experiences  with 
respect  to  gambling. 
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Grade  7 Focus  Activities 


Ask  students  to  think  about  the  types  of  things  they  do  with  their  friends.  Have  them  list  activities  in 
and  out  of  school.  Have  them  consider  why  their  friends  are  important  to  them  and  how  friends  can 
help  and  support  them.  Ask  each  student  to  write  a “note”  to  an  anonymous  friend,  explaining  what 
it  is  about  their  friendship  that  they  appreciate.  Tell  students  they  do  not  have  to  sign  their  names. 
Students  can  alternatively  be  asked  to  audiotape  their  notes  if  they  are  not  concerned  about  remaining 
anonymous. 

Collect  the  notes  and  read  some  of  them  to  the  class.  Ask  students  to  discuss  the  elements  of 
friendship.  Have  them  discuss  what  makes  a good  friend,  why  friends  can  help  and  support  us,  and 
why  friends  are  important  to  us.  Ask  them  to  discuss  how  friends  can  influence  us. 


Grade  8 Focus  Activities 

Have  students  consider  ways  that  peer  group  pressure  can  influence  their  decisions,  by  creating  an 
influence  web  for  themselves.  Have  them  start  with  a description  of  themselves  and  their  activities  and 
involvements  in  the  middle  of  the  page.  Then  have  them  draw  arrows  to  the  middle  of  the  page,  with 
indications  of  ways  they  are  influenced  by  friends  and  their  peer  group. 

Ask  students  to  discuss  the  following  question  with  a partner:  “What  activities  do  I do  because  my 
friends  do  them?  What  activities  can/do  I do  without  my  friends?” 

Grade  9 Focus  Activities 

Have  students  create  a family  chart.  Ask  them  to  place  the  name  of  each  family  member  at  the  top  of 
each  column  of  their  chart,  and  underneath  brainstorm  the  things  that  each  family  member  helps 
them  with.  Be  sensitive  to  differing  family  situations  as  students  complete  this  activity. 
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Viewing  Context 


Video 
Segment  1 


The  Bet  (viewing  time  7 minutes) 

Use  the  following  questions  as  focus  points  for  students  as  they  view  Segment  One  of 
the  video: 

• What  is  gambling? 

• What  do  you  and  the  teens  on  the  video  see  or  consider  to  be  gambling? 

• What  kinds  of  gambling  activities  have  you  seen  and/or  experienced?  What  kinds  of 
gambling  activities  do  the  teens  on  the  video  experience? 

• How  are  the  teens  on  the  video  affected  by  their  friends  and  peer  group? 

• How  are  the  teens  on  the  video  affected  by  their  families? 

• What  is  the  difference  between  chance  and  skill  in  gambling  situations? 


Think-Pair-Share 

Have  students  think  about  what  they  have  watched  in  the  video.  Ask  them  to  record 
any  of  their  thoughts  and/or  reactions  in  their  notebooks.  Have  students  pair  up  with 
another  student  and  share  their  thoughts  and  reactions  with  each  other.  Then  ask 
students  to  share  any  of  their  reactions  with  the  class. 

Ciass  Discussion 

Write  the  word  ‘■‘competition”  on  the  board.  Have  students  brainstorm  examples  of 
situations  that  are  competitive. 

Show  students  a deck  of  cards  and  explain  that  it  contains  52  cards  - 26  black  and  26 
red.  Ask  students  to  calculate  the  odds  of  drawing  a black  card  (or  a red  card). 
Students  should  indicate  the  odds  as  being  50%.  In  other  words,  you  are  equally  likely 
to  draw  a black  card  as  you  are  to  draw  a red  card.  Then  have  students  consider  what 
the  odds  of  drawing  a black  card  would  be  if  you  had  previously  drawn  3 black  cards 
and  one  red,  putting  them  back  into  the  deck  after  each  draw.  Note:  the  odds  do  not 
change.  The  next  card  is  just  as  likely  to  be  black  as  it  is  to  be  red. 

Ask  students  to  define  “chance”  and  “odds”  in  their  notebooks. 

Ask  students  to  consider  other  factors  that  may  influence  the  outcome  of  events  where 
competition  is  involved.  Ask  them  to  discuss  examples  of  situations  that  involve  skill. 


Post-viewing  Activities 
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Grade  7 Focus  Activities 


Ask  students  to  consider  how  friendships  can  be  influenced  by  competitive  situations.  Have  students 
complete  a plus  and  minus  chart  on  the  influence  of  competition  on  friendship.  Ask  students  to 
consider  how  these  factors  can  be  part  of  gambling  activities  or  experiences. 

Have  students  think  about  how  many  times  they  use  the  phrase  “I  betcha”  or  “I  dare  you”  with 
friends. 

Grade  8 Focus  Activities 

Have  students  discuss  how  competition  can  influence  the  way  peer  groups  interact  with  each  other. 
Ask  students  to  share  examples  of  competition  between  peer  groups  with  a partner. 

Have  students  think  about  how  many  times  they  use  the  phrase  “I  betcha”  or  “I  dare  you”  with 
friends. 

Grade  9 Focus  Activities 

Have  students  discuss  how  competition  can  affect  roles  within  the  family.  Have  each  student  create  a 
list  of  roles  and  responsibilities  within  their  family.  Then  have  them  describe  a situation  where 
competition  can  affect  the  roles  and  responsibilities  they  have  within  their  family.  Be  sensitive  to 
differing  family  situations  as  students  complete  this  activity. 
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Motives, 
and  Win/Lose 

Estimated  Time:  Three  or  four  45-minute  ciasses 

^ PRE  VIEWING  FOCUS 

The  students  will. . . 

• discuss  why  people  and  teens  gamble 

• examine  perceptions  of  winning  and  losing  in  the 
community  (self,  peers,  family,  others) 

• examine  feelings  about  winning  and  losing 

• clarify  needs  and  wants 

• create  a PMI  chart  (Plus,  Minus,  Interesting)  about 
motivation/reasons  for  gambling 

• create  an  Influences  web  (what  are  influences  that  affect 
decisions  to  engage  in  activities-peer  groups,  family, 
competition,  excitement) 

^ VIEWING  FOCUS 

The  students  will  look  at  the  following  concepts  and  issues... 

• reasons  for  gambling 

• the  role  of  competition 

• feelings  involved  in  taking  chances,  winning  and  losing 

• meeting  needs 

^ POST-VIEWING  FOCUS 

The  students  will... 

• re-examine  perceptions  of  winning  and  losing 

• complete  another  PMI  chart  and  compare  to  the  first  one 

• create  “What  if..”  scenarios  to  deal  with  the  issue  of 
needing  to  belong  to  a group 

• examine  the  impact  of  the  media  on  decision-making  and 
the  influence  of  the  media  on  perceptions  of  winning  and 


Curriculum  Fit 


Ethics:  Winning  and  Losing 

• Values  to  be  emphasized:  Fairness/ Justice,  Loyalty 

• Demonstrate  understanding  of  the  different  perceptions  of  winning  in  the  community 

• Develop  respect  for  the  feelings  of  self  and  others  in  winning  or  losing  situations 

Language  Arts:  Evaluating  reality  in  media  produets 

Grade  7:  Recognize  the  difference  between  fact  and  fantasy  in  media  portrayal  of  everyday  life 

Grade  8:  Recognize,  interpret  and  evaluate  the  effects  on  the  viewer  of  idealization  and  distortion  in 
media  productions 

Understand  that  manipulative  devices  such  as  color,  lighting,  perspective  are  used  to 
influence  the  viewer 

Grade  9:  Recognize,  interpret  and  evaluate  idealization  in  advertising  and  understand  how  it  strongly 
affects  the  visual  message 

Materials  Needed 


Spare  Time.  Spare  Cash  video,  cued  to  Segment  Two 
Student  Resource  2 (double  class  set) 
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Pre-viewing  Activities 


Group  List 

Have  students  work  with  a small  group  to  discuss  reasons  people  gamble.  Have  each 
group  record  their  responses  on  chart  paper  and  post  these  in  the  room. 


Class  Discussion 

Discuss  with  students  the  following  reasons  for  gambling: 


• excitement 

• entertainment 

• escape  (they  can  forget  their 


• challenge  (the  person  likes  the  feeling 
of  competition  involved  in  gambling) 


problems  for  awhile) 

• economics  (they  want  the  money) 

• ego  (the  person’s  pride  or  reputation 


• depression  (the  person  feels  better,  or 
forgets  about  problems,  while 
gambling) 


• boredom  (gambling  gives  the  person 
something  exciting  to  do) 


is  on  the  line) 


• loneliness  (gambling  fills  a void  in  the 
person’s  life) 


PMI  Chart 

Distribute  Student  Resource  2 and  have  students  construct  a Plus,  Minus,  Interesting 
chart  on  reasons  for  gambling.  Have  students  use  their  chart  to  consider  and  discuss 
the  difference  between  needs  and  wants. 

Class  Chart 

Have  students  collect  and/or  create  pictures  and  illustrations  from  magazines  and 
newspapers  that  they  think  represent  winning  and  losing.  Have  students  add  their 
illustrations  to  a class  chart.  Have  students  list  the  types  of  activities  that  involve 
winning  and  losing.  The  list  could  include  competitive  events  such  as  sports  and  games 
as  well  as  lotteries  and  raffles.  Add  the  list  to  the  chart. 

Group  Journal 

Place  the  words  “skill,  potential,  talent,  abilities,  limitations”  on  the  board.  Discuss 
what  each  of  these  words  mean,  drawing  on  students’  knowledge  and  prior  experiences 
as  well  as  dictionary  definitions.  Have  students  discuss  how  perceptions  of  winning  and 
losing  are  affected  by  these  words.  Have  each  group  work  together  to  create  a journal 
entry  that  discusses  how  perceptions  of  others  are  influenced  by  winning  and  losing. 
Ask  students  to  consider  perceptions  of  self,  peers,  family  and  others. 

Influences  Web 

Have  students  create  a web  that  hypothesizes  how  they,  as  well  as  others  around  them, 
could  influence  their  own  decisions  to  gamble.  Have  them  consider  their  values  and 
needs;  the  influence  of  friends,  peer  groups,  and  family;  the  attraction  of  competition; 
the  need  for  excitement;  etc. 


Teens  talking  about  gambling 


Grade  7 Focus  Activity 


Have  students  brainstorm  the  meaning  of  the  word  “competition.”  Ask  students  to 
list  examples  of  competitive  experiences  in  their  lives.  Beside  each  experience  have 
students  create  a “feelings”  column  that  explains  what  they  felt  like  to  be  in  that 
situation.  Ask  students  to  consider  how  gambling  situations  might  compare  to 
those  competitive  experiences. 

Grade  8 Focus  Activity 

Have  students  focus  on  places  where  competition  can  take  place:  the  home,  the 
school,  with  peer  groups,  with  friends,  on  the  job,  in  the  community.  For  each 
place  have  students  create  a chart  that  lists  the  positive  and  negative  consequences 
of  competitive  situations.  Ask  students  to  consider  how  gambling  situations  might 
also  have  positive  and  negative  consequences. 

Grade  9 Focus  Activity 

Ask  students  to  work  with  a small  group  to  create  a scenario,  either  in  a team  or 
individual  sport,  where  someone  takes  a chance.  Have  them  focus  on  the  feelings 
generated  by  taking  the  chance.  Ask  each  group  to  discuss  and  compare  those 
feelings  to  those  generated  by  competing  in  sports.  Have  students  consider  how 
gambling  (taking  chances  with  money)  can  generate  those  feelings. 


Viewing  Context 


Video 
Segment  2 


Motive,  and  Win/Lose  (viewing  time  8 minutes) 

Use  the  following  questions  as  focus  points  for  students  as  they  view  Segment  Two 
of  the  video: 

• Why  do  people  gamble? 

• Why  do  teens  gamble? 

• What  role  does  competition  and  the  need  to  compete  play? 

• What  does  it  feel  like  to  take  a chance? 

• What  does  it  feel  like  to  win?  What  does  it  feel  like  to  lose? 

• What  other  ways  could  you  meet  the  needs  that  gambling  meets? 
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Post-viewing  Activities 


List  Generation  and  Ciass  Discussion 


Have  students  list  the  types  of  activities  they  saw  or  heard  about  in  the  video  segment. 
Add  the  following  activities  to  the  students’  lists,  if  not  already  mentioned: 


Cards,  board  games  with  family  or 
friends  for  money 

Outcome  of  sports,  hockey  drafts,  or 
other  events  with  friends,  family,  co- 
workers 

Instant-win  or  scratch  tickets 

Games  of  skill  such  as  pool,  golf, 
bowling,  darts  or  arm  wrestling  for 
money 

Raffles  or  fund-raising  tickets 
Bingo 


Lottery  tickets  such  as  6/49 
or  Super  7 

Sport  Select 

Arcade  or  video  games  for  money 

Card  games  in  card  rooms 
(e.g.,  house  poker  party) 

Horse  races 

Formal  sports  pools  sponsored  by 
charities 


Discuss  these  activities  with  students.  Point  out  that  a large  portion  of  the  gambling 
activity  is  informal  wagering  with  family  and  friends,  rather  than  licensed  gambling. 
Ask  students  to  compare  how  these  activities  compare  with  what  they’ve  seen  in  their 
school  or  community. 

Ask  students  to  discuss  why  the  teens  in  the  video  gamble.  Have  them  consider  what 
needs  are  being  met  by  their  gambling.  Have  students  individually  and  privately 
consider  if  they  gamble  and  why.  Have  them  write  down  what  needs  are  being  met  by 
their  gambling.  Have  them  consider  other  ways  that  those  needs  could  be  met.  Point 
out  that  the  research  done  on  teen  gambling  revealed  that  teens  don’t  really  see  what 
they’re  doing  as  “gambling,”  nor  do  they  consider  themselves  to  be  “gamblers.”  Have 
them  think  about  whether  their  perceptions  of  gambling  have  changed  at  all  from 
watching  the  video  and  through  class  discussions. 


PMI  Chart 

Distribute  a second  copy  of  Student  Resource  2 and  have  students  construct  another 
Plus,  Minus,  Interesting  chart  on  reasons  for  gambling.  Have  students  compare  this 
chart  to  the  first  one  they  did  and  look  for  changes  in  understanding,  perceptions  and 
attitudes  towards  gambling. 


student 
Resource  2 
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Teens  talking  about  gambling 


Grade  7 Focus  Activities 


Have  students  find  a newspaper  or  magazine  advertisement  that  portrays  some  aspect  of  winning.  The 
advertisements  can  include  those  for  lotteries,  raffles  or  other  gambling  activities.  Ask  them  to  select 
an  advertisement  or  picture  and  list  the  elements  that  make  it  attractive  and  appealing.  Have  them  list 
the  ways  in  which  winners  are  represented  in  the  advertisement. 

• Have  students  construct  a mini-poster  with  the  advertisement  and  the  following  two  sentences: 

• The  facts  about  gambling  and  winning  are... 

• The  fantasies  about  gambling  and  winning  are... 

• Have  students  consider  and  discuss  how  perceptions  of  winning  and  losing  shape  our  attitudes 
towards  gambling. 

Grade  8 Focus  Activities 


Have  students  find  a variety  of  newspaper  or  magazine  advertisements  that  portray  aspects  of  winning 
and/or  losing.  The  advertisements  can  include  those  for  lotteries,  raffles  or  other  gambling  activities. 
Ask  students  to  consider  how  people  are  represented  in  winning  and  losing  situations. 

Have  students  work  with  a partner  to  identify  generalizations  or  conclusions  that  can  be  made  about 
people  who  are  portrayed  in  winning  and/or  losing  situations.  For  example,  “winning  money  buys 
freedom  and  happiness”  or  “people  who  take  chances  are  more  fun  and  exciting.”  Students  should  be 
encouraged  to  develop  their  own  observations. 

Have  students  discuss  how  advertisements  idealize  real  life  and  can  sometimes  result  in  stereotypes. 
Have  students  compare  their  advertisements  and  identify  any  stereotypes  of  winners  and  losers  that 
they  can  see. 

Grade  9 Focus  Activity 

Have  students  find  a variety  of  advertisements  or  articles  that  portray  aspects  of  winning  and  losing 
from  magazines  and  newspapers  and  that  also  incorporate  some  kind  of  visual  message  in  the 
advertisement.  Ask  students  to  list  the  types  of  images  they  see  in  the  advertisements  (images  of  men, 
women,  teenagers  as  well  as  those  reflecting  fun,  excitement  or  “being  cool”).  Have  students  consider 
how  these  images  are  paired  with  verbal  messages  to  portray  activities  in  a positive  way.  Tobacco 
advertisements  can  be  included  as  examples;  have  students  discuss  the  teens  who  were  smoking  in  the 
video.  Students  may  be  asked  to  consider  whether  they  think  there  is  any  connection  between 
behaviors  such  as  smoldng  and  gambling. 

Have  students  consider  how  winning  is  idealized  in  advertisements  or  articles  representing  activities 
such  as  sports,  competitions,  etc.  Have  them  create  their  own  advertisement  or  article  about  both  the 
winning  and  losing  sides  of  competition. 
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SEGMENT 


Problems/Concerns 


Estimated  Time:  Three  or  four  45-minute  ciasses 


r 


PRE-ViEWiNG  FOCUS 


The  students  will... 

• identify  the  positive  and  negative  sides  of  gambling 

• identify  and  develop  a chart  linked  to  their  perceptions  of  the 
positive  and  negative  aspects  of  winning  and  losing 

• identify  potential  problems  with  gambling 

^ ViEWiNG  FOCUS 

The  students  will  look  at  the  following  concepts  and  issues... 

• the  positive  side  of  gambling  (entertainment,  image,  status, 
fund-raising,  jobs,  revenue  for  license  holders  and 
government/government  programs) 

• the  negative  side  of  gambling  (lost  time  and  money,  missed 
developmental  opportunities,  debt,  problems  with 
relationships,  neglect  of  school  or  work,  fraud/theft,  addiction) 

• gambling  as  a problem 

• preventing  and  dealing  with  problem  gambling 

• friends  helping  friends 

^ POST-VIEWING  FOCUS 

The  students  will... 

• develop  role-play  scenarios  to  focus  on  dealing  with  problems 
in  gambling 

• identify  what  a gambling  problem  looks  like  through  a 
cartooning/comic  strip  activity 

• dramatize  scenarios  that  focus  on  winning  and  losing  situations 

• develop  strategies  to  deal  with  problem  gambling 

• develop  an  action  plan  to  help  prevent  or  deal  with  problems 
that  they  or  friends/ family  members  may  have 

• finish  the  KWL  chart  started  in  Segment  One 


Curriculum  Fit 


Ethics:  Winning  and  Losing 

• Values  to  be  emphasized:  Fairness/ Justice,  Loyalty 

• Demonstrate  understanding  of  the  different  perceptions  of  winning  in  the  community 

• Develop  respect  for  the  feelings  of  self  and  others  in  winning  or  losing  situations 

Health  Theme  II:  Relating  to  Others 

Grade  7:  Understanding  and  appreciating  relationships  with  friends 
Content:  Peers/  Influence  of  friends 

Grade  8:  Understanding  basic  group  processes  and  the  importance  of  belonging  to  a group 
Content:  Peers/  Peer  Groups,  Peer  Influence 

Grade  9:  Appreciating  that  family  members  influence  the  lives  of  each  other 
Content:  Family/  Influence  of  Unexpected  Events  on  the  Family 


Materials  Needed 

Spare  Time.  Spare  Cash  video,  cued  to  Segment  Three 
Student  Resource  3 (class  set) 

Student  Resource  4 (class  set) 

Telephone  number  of  local  AADAC  office 

Student  Resource  1 (distributed  to  students  for  Segment  One) 
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Pre-viewing  Activities 


Student 
Resource  3 


Positive/Negative  Aspects 

Distribute  Student  Resource  3 and  ask  students  to  think  about  the  positive  and 
negative  aspects  of  winning  and  losing.  Have  them  list  examples  of  situations  that 
involve  winning  and  losing;  then  have  them  record  positive  and  negative  aspects  of 
each  situation. 

Ask  students  to  discuss  how  this  might  relate  to  situations  that  involve  gambling.  Have 
students  consider  how  it  feels  to  win  and  how  it  feels  to  lose.  Introduce  the  following 
plus  and  minus  factors  of  gambling  to  students: 

• the  positive  side  of  gambling  (entertainment,  image,  status,  fund-raising,  jobs, 
revenue  for  license  holders  and  for  government) 

• the  negative  side  of  gambling  (lost  time  and  money,  missed  developmental 
opportunities,  debt,  problems  with  relationships,  neglect  of  school  or  work, 
fraud/theft,  addiction) 

Cartoon/Comic  Strip 

Have  students  choose  one  of  the  examples  from  their  positive/negative  aspects  charts 
and  illustrate  it  through  a cartoon  or  comic  strip.  Students  can  be  asked  to  include  a 
“What  if...”  or  “What  should...”  question  to  help  them  identify  a problem,  dilemma 
or  decision  that  can  be  made  about  gambling  involvement. 

Class  Discussion 

Point  out  to  students  that  research  done  by  AADAC  on  teen  gambling  has  revealed 
the  following  information: 

• 33%  (317)  of  the  972  adolescents  interviewed  had  not  gambled  at  all  in  the  past 
12  months. 

• 67%  (655)  had  gambled  in  the  past  12  months. 

• 44%  (430)  of  the  972  interviewed  were  non-problem  gamblers. 

• 15%  (148)  of  the  972  were  considered  to  be  at-risk  gamblers.  Their  gambling  was 
not  currently  causing  problems  but  could  in  the  future. 

• 08%  (77)  of  the  972  were  rated  as  problem  gamblers,  meaning  their  gambling  was 
having  some  degree  of  negative  impact  on  their  lives. 
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Teens  talking  about  gambling 


Provide  students  with  Student  Resource  4 and  have  them  create  a visual 

ps^-—  representation  of  the  statistics.  Students  can  be  asked  to  create  a pie  or  bar  graph,  or  a 
""""""""  drawing  that  depicts  the  statistics  on  the  handout. 

Continue  to  clarify  these  statistics  by  discussing  how  people  can  become  involved  in 

. ^1  licensed  gambling  and  informal  wagering  to  varying  degrees: 

student 

Resource  4 • No  involvement. 

• Casual  social  gambling:  occasional  gambling;  people  can  take  it  or  leave  it;  the 
emphasis  is  on  the  social  aspect  rather  than  on  the  gambling  aspect. 


• Serious  social  gambling:  social  plans  usually  have  gambling  as  the  focus;  the 
emphasis  is  on  the  gambling  rather  than  on  the  social  aspect. 

• Harmful  involvement:  gambling  is  having  a negative  impact  on  at  least  one  area  of 
an  individual’s  life  (finances,  relationships  with  family  or  friends,  job  or  school 
performance,  health,  etc.). 


• Pathological  gambling:  gambling  is  out  of  control  and  has  created  major  negative 
consequences  for  the  individual.  Gambling  at  this  extreme  level  is  sometimes  called 
“compulsive  gambling.” 


Problem  gambling  is  the  term  used  to  cover  the  entire  range  of  harmful  gambling 
involvement.  What  it  means  is  that  a person’s  gambling  is  having  some  kind  of 
negative  impact  on  that  person’s  life  or  on  the  lives  of  the  gambler’s  family,  friends,  co- 
workers. It  can  be  an  occasional  impact,  or  an  ongoing  and  serious  situation.  The  term 
“problem  gambling”  includes  harmful  involvement,  compulsive  and  pathological 
gambling. 


Grade  7 Focus  Activities 

Have  students  look  at  ways  they  react  to  competitive  situations  with  their  friends.  Have 
them  create  an  illustrated  description  of  a scenario  in  which  friendly  competition 
occurs.  Have  students  share  their  descriptions  with  a partner  or  in  a small  group. 

Grade  8 Focus  Activities 

Have  students  list  examples  of  how  competitive  situations  such  as  winning  at  sports  or 
games  can  become  very  important  to  some  people.  Ask  students  to  think  about 
competitive  situations  that  may  involve  informal  wagers.  Discuss  with  students  that 
some  people  start  out  as  recreational  gamblers  and  then  develop  problems  with  their 
gambling  activities.  Ask  students  to  consider  how  peer  pressure  might  cause  some 
people  to  continue  gambling,  or  even  cause  a person  to  increase  his/her  gambling. 


Grade  9 Focus  Activities 

Have  students  list  examples  of  family  activities  that  may  involve  informal  wagering  or 
gambling.  Have  students  consider  how  gambling  can  have  both  positive  and  negative 
effects  on  family  activities. 
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Viewing  Context 


Video 
Segment  3 


Problems/Concerns  (viewing  time  8 minutes) 

Use  the  following  questions  as  focus  points  for  students  as  they  view  Segment  Three  of 
the  video: 

• What  is  the  plus  side  of  gambling?  What  are  some  of  the  benefits? 

• What  is  the  negative  side  of  gambling? 

• When  does  gambling  become  a problem?  What  kinds  of  problems  can  happen  with 
gambling? 

• How  do  you  Icnow  if  and  when  you  have  a problem  with  gambling? 

• What  can  you  do  to  prevent  problems  with  gambling?  What  can  you  do  to  deal 
with  problems? 

• What  can  friends  do  to  help  friends  who  have  gambling  problems? 


were  included  in  the  research  that  AADAC  did  on  adolescent  gambling: 

• Spent  more  time  or  money  gambling  than  you  intended. 

• Went  back  another  day  to  try  to  win  back  money  you  lost. 

• Felt  badly  about  the  way  you  gamble  or  about  what  happens  when  you  gamble. 

• Told  others  you  were  winning  money  from  betting  when  you  really  weren’t. 

• Would  like  to  stop  betting  money,  or  gambling,  but  didn’t  think  you  could. 

• Have  hidden  signs  of  betting  or  gambling  from  your  parents,  friends  or  others. 

• Have  been  criticized  for  your  gambling  or  been  told  you  have  a gambling  problem. 

• Had  money  arguments  at  home  or  with  friends,  centered  on  your  gambling. 

• Skipped  or  been  absent  from  school  or  work  due  to  betting  money  or  gambling. 

• Borrowed  from  someone  and  not  paid  them  back  as  a result  of  gambling. 

Inform  students  that  there  is  a 24-hour,  toll-free  crisis  line  in  Alberta  to  help 
people  who  are  experiencing  gambling  problems  or  are  affected  by  someone  else’s 
gambling.  Write  the  number  on  the  board  and  ask  students  to  copy  it  in  their 
notebooks:  1-800-665-9676.  There  are  also  other  community  resources  such  as 
AADAC  that  are  available  for  help  with  gambling  problems.  Inform  students  that 
information  on  gambling  and  problem  gambling  can  be  obtained  by  calling  [telephone 
number  of  local  AADAC  office,  listed  in  the  telephone  directory  under  Alberta 
Acohol  and  Drug  Abuse  Commission]. 


Post-viewing  Activities 


Class  Discussion 


Discuss  the  signs  of  problem  gambling  with  students.  Tell  students  that  these  signs 


Teens  talking  about  gambling 


Cartoon/Comic  Strip 

Have  students  choose  one  of  the  problems  discussed  in  class  or  identified  in  the  pre-viewing  activity 
and  develop  a cartoon  or  comic  strip  illustrating  a solution  to  the  problem.  Ask  students  to  share  their 
cartoons  or  comic  strips  with  others  in  the  classroom,  or  use  them  to  create  a bulletin  board  display. 

Problem-solving 

Have  students  think  of  ways  they  react  to  pressures  they  have  faced  in  junior  high  school.  For 
example,  pressures  to  make  decisions  about  the  use  of  tobacco,  drugs  or  alcohol,  or  to  become 
involved  in  different  activities  with  friends  and  peers.  Divide  students  into  small  groups  and  have  them 
discuss  the  following  questions: 

• Which  of  the  pressures  do  you  think  will  continue  for  you? 

• What  new  pressures  do  you  think  you  will  face  as  you  get  older? 

• What  kinds  of  decisions  do  you  think  you  will  have  to  make? 

• How  are  your  decisions  influenced  by  factors  such  as  peer  pressure,  images  in  advertising  (can 
focus  on  winning  and  losing),  family  activities  and  school.  Consider  how  these  may  be  both 
positive  and  negative  pressures. 

Role-plays 

Have  students  work  in  a group  to  develop  scenarios  around  some  of  the  pressures  that  are  associated 
with  competing  and  winning  or  losing.  Have  each  group  practise  and  present  their  scenarios  to  the 
rest  of  the  class.  Discuss  strategies  for  dealing  with  competitive  situations  or  those  involving  gambling. 
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Grade  7 Focus  Activities 


Have  students  consider  the  types  of  activities  they  are  involved  in  with  friends.  Ask  students  to  discuss 
whether  any  of  those  activities  could  be  considered  gambling.  Have  students  work  with  a partner  or  in 
a small  group  to  develop  a list  of  strategies  they  and  their  friends  could  use  to  help  them  deal  with 
decisions  about  gambling. 


Grade  8 Focus  Activities 

Ask  students  to  think  about  how  peer  groups  influence  activities  around  the  school  and  outside  of 
school.  Have  them  consider  how  peer  pressure  can  have  a positive  and  negative  influence  on  their 
decision-making.  Have  students  work  with  a partner  or  in  a small  group  to  develop  a list  of  strategies 
they  could  use  when  faced  with  peer  pressure  involving  gambling  activities. 

Grade  9 Focus  Activities 

Have  students  consider  how  gambling  could  have  an  impact  on  family  members.  Have  them  list  in 
their  notebooks  the  potential  effects  of  problem  gambling  on  families.  Ask  students  to  discuss  ways 
that  gambling  problems  can  be  avoided. 

Explain  that  there  are  various  ways  of  explaining  why  gambling  becomes  a problem  for  some  people, 
and  most  often  it  involves  a combination  of  factors.  These  may  include: 

• Having  parents  who  gamble. 

Children  learn  from  their  parents  and,  if^amblin^  is  a conspicuous  activity  in  the  home,  children  will 
likely  copy  that  behavior. 

• Having  early  gambling  experience,  often  with  a parent  or  other  close  family  member. 

Children  participate  with  people  they  admire  so  they  see ^amblin^  as  a desirable  behavior. 

• Having  difficulty  coping  with  life  events  or  experiences. 

Gambling,  like  alcohol  or  dru^  use,  can  become  a way  of  coping  with  life  situations  or  feelings. 

KWL  Chart 

Have  students  fill  in  the  third  column  of  their  KWL  charts  by  brainstorming  what  they  learned  about 
gambling. 
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KWL  Chart 


What  1 Know 
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PMI  Chart 
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student  Resource  3 


Positive/Negative  Aspects  Chart 


1 Examples  of  Winning 

Positive  Aspects 

Negative  Aspects 

Exampies  of  Losing 

Positive  Aspects 

Negative  Aspects 

HH 
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student  Resource  4 


Statistics  on  Adoiescent  Gambiing 

33%  (317)  of  the  972  adolescents  interviewed  had  not  gambled  at  all  in 
the  past  12  months. 


67%  (655)  had  gambled  in  the  past  12  months. 


44%  (430)  of  the  972  interviewed  were  non-problem  gamblers. 


15%  (148)  of  the  972  were  considered  to  be  at-risk  gamblers.  Their 
gambling  was  not  currently  causing  problems  but  could  in  the  future. 


08%  (77)  of  the  972  were  rated  as  problem  gamblers,  meaning  their 
gambling  was  having  some  degree  of  negative  impact  on  their  lives. 
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Background  Information  for  Teachers 


Gambling  is  an  extremely  popular  recreational  pastime  in  Alberta.  A 1994  study  reported  that  93%  of 
Alberta  adults  gamble.  The  vast  majority  of  Albertans  who  participate  in  these  licensed  gambling 
activities  do  so  responsibly;  they  do  it  for  fun,  entertainment  or  social  reasons  without  experiencing 
serious  negative  consequences.  The  Alberta  government  and  the  Alberta  citizenry  also  benefit  from 
this  gambling  participation  as  the  proceeds  are  directed  toward  charitable  groups  and  initiatives  aimed 
at  enhancing  Albertans’  quality  of  life.  The  results  of  the  study,  reported  in  Gambling  and  Problem 
Gambling  in  Alberta  (January  1994)  also  indicate  there  are  social,  financial  and  health  concerns 
associated  with  excessive  gambling. 

Licensed  gambling  has  been  in  place  for  a number  of  years  in  Alberta.  In  the  past  decade  the  licensed 
gambling  infrastructure  in  Alberta  has  expanded  even  more  to  include  new  gambling  formats  and 
broadened  gambling  regulations.  Public  acceptance  of  licensed  gambling  is  reflected  in  many  parts  of 
society.  For  example,  in  a newspaper  a person  could  see  point  spreads  and  betting  lines;  bingo,  lottery, 
casino  and  travel- to -Nevada  ads;  stock  reports,  promotional  contests,  and  giveaways  that  are  akin  to 
gambling;  and  stories  about  lottery  winners.  Most  of  these  items  are  available  on  a daily  basis. 

Additional  information  on  adolescent  gambling  is  available  in  a study  released  in  May  1996.  The 
results  of  the  study,  reported  in  Adolescent  Gambling  and  Problem  Gambling  in  Alberta^  indicate  there 
is  a significant  amount  of  informal  wagering  taking  place  among  adolescents.  It  also  reveals  that  8%  of 
Alberta  teens  are  experiencing  problems  because  of  their  gambling,  and  another  15%  are  at-risk  for 
problems. 

Adult  Gambling 

Gambling  in  Alberta  provides  recreational  entertainment  for  the  citizenry;  significant  financial  returns 
to  charities,  license  holders  and  government;  and  employment  to  thousands  of  Albertans.  While  the 
great  majority  of  Albertans  gamble  for  enjoyment  and  entertainment  and  are  able  to  keep  their 
gambling  activities  in  perspective,  problem  gambling  can  lead  to  serious  personal  and  familial 
difficulties  for  some  Albertans. 

For  many  people,  gambling  is  something  they  do  occasionally,  as  a form  of  recreation.  They  buy  a 
lottery  ticket,  bet  a few  dollars  on  a horse,  or  drop  a loonie  into  a machine.  When  the  event  or  game 
is  over,  they  go  on  to  other  non-gambling  activities. 

The  1994  study,  Gamblin£f  and  Problem  Gambling  in  Alberta^  published  these  findings: 

• 88%  of  the  adult  population  gamble  responsibly;  that  is,  they  gamble  for  entertainment,  recreation 
or  social  reasons  and  do  not  experience  problems  related  to  their  gambling. 

• 07%  of  adult  Albertans  do  not  gamble. 

• 05%  of  adult  Albertans  experience  some  degree  of  problems  related  to  their  gambling. 

For  some  people,  gambling  becomes  a problem,  and  the  problem  can  range  from  minor  to  quite 
serious.  It  could  be  as  simple  as  gambling  a little  more  often  than  intended,  or  spending  a little  more 
money  than  intended-maybe  malting  it  hard  for  them  to  pay  bills  or  make  other  scheduled  payments. 

It  could  also  be  more  serious  than  that.  It  could  mean  that  some  of  these  people  spend  a lot  more 
time  and  money  than  they  can  afford  on  gambling,  and  it  has  a negative  effect  in  other  areas  of  their 
lives. 
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Respondents  in  the  1994  study  were  asked  to  indicate  their  reasons  for  gambling,  and  these  reasons 
are  displayed  below. 


1 Reason 

% 1 

For  entertainment  or  fun 

79 

To  win  money 

72 

To  support  worthy  causes 

71 

For  excitement  or  as  a challenge 

60 

Out  of  curiosity 

39 

To  do  things  with  my  friends 

34 

As  a hobby 

24 

Because  Fm  good  at  it 

12 

To  distract  myself  from  everyday  problems 

10 

To  be  alone 

03 

Adolescent  Gambling 

In  May  1996  the  Alberta  Alcohol  and  Drug  Abuse  Commission  (AADAC)  published  the  results  of  a 
study  on  adolescent  gambling. 

This  study  revealed  that  informal  wagering  among  adolescents  is  common,  and  8%  of  Alberta  teens 
are  experiencing  some  level  of  problem  because  of  their  gambling.  For  adolescent  problem  gamblers, 
gambling  was  a conspicuous  activity  in  the  home  and  many  teens  had  early  gambling  experience. 

The  concern  is  that  the  teens  are  establishing  patterns  of  behavior  that  could  carry  over  into 
adulthood  when  they  have  greater  income,  access  to  credit,  and  entry  to  gambling  establishments. 

The  study.  Adolescent  Gnmhling  and  Problem  Gambling  in  Alberta  (May  1996)  found  that,  among 
adolescents  surveyed,  33%  do  not  gamble  and  67%  are  gamblers.  Of  the  study  sample,  44%  scored  as 
non-problem  gamblers;  15%  were  at-risk  gamblers;  and  8%  were  problem  gamblers.  Among 
adolescents  who  gamble,  the  most  popular  gambling  activities  are  raffle,  fund-raising  and  instant-win 
tickets,  playing  board  or  card  games  for  money,  and  wagering  on  the  outcome  of  sports  events. 

Adolescent  problem  gamblers  are  far  more  likely  than  non-problem  gamblers  to  borrow  money  from 
family  and  friends  to  finance  their  play.  Similarly,  they  are  more  likely  to  engage  in  extreme  measures 
to  finance  gambling  (e.g.  stealing  and  selling  personal  property).  For  most  adolescent  problem 
gamblers  these  excessive  behaviors  have  yet  to  result  in  large  financial  losses  which  have  serious 
repercussions  for  them,  their  family  or  friends. 

Adolescent  problem  gamblers  experience  a range  of  negative  impacts  because  of  their  gambling, 
including: 

• spending  more  time  or  money  than  intended 


• experiencing  difficulties  in  relationships 

• feeling  badly  about  their  gambling 
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When  compared  with  adult  Albertans,  adolescents  in  the  study  appear  four  times  more  likely  to  be  at- 
risk  (15%)  and  experience  some  problems  (8%)  with  their  gambling  (23%  vs.  5.4%).  This  finding  is 
consistent  with  studies  in  other  jurisdictions  where  it  has  been  found  that  adolescent  problem 
gambling  rates  tend  to  be  1.5  to  4 times  higher  than  adult  rates. 

In  the  study,  adolescents  were  asked  to  identify  reasons  that  motivated  them  to  gamble  and  these  are 
summarized  in  the  table  below. 


Reason 

Non-problem 
Gamblers  % 

At-risk 
Gamblers  % 

Problem 
Gamblers  % 

For  entertainment  or  fun 

72 

85 

86 

For  excitement  or  as  a challenge 

57 

70 

82 

To  win  money 

44 

65 

75 

To  support  worthy  causes 

38 

37 

27 

In  order  to  do  things  with  your  friends 

34 

39 

52 

Out  of  curiosity 

28 

36 

51 

Because  you’re  good  at  it 

15 

25 

39 

As  a hobby 

5 

2 

17 

To  distract  yourself  from  everyday  problems 

4 

4 

20 

To  be  alone 

<1 

0 

7 

For  some  other  reason 

6 

7 

9 
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Problem  Gambling 


A variety  of  terms  have  been  used  to  describe  people  whose  out- of- control  gambling  has  an  adverse 
effect  on  their  personal  and  vocational  lives.  The  term  typically  used  by  many  people  is  “compulsive 
gambling.”  However,  the  term  compulsive  implies  that  the  individual  is  engaged  in  an  activity  that  is 
not  enjoyable.  Since,  at  least  initially,  gambling  can  be  quite  pleasing  even  for  those  who  later  develop 
problems,  this  term  is  considered  something  of  a misnomer. 

Pathological  gambling  is  defined  as  “a  progressive  disorder  characterized  by  a continuous  or  periodic 
loss  of  control  over  gambling;  a preoccupation  with  gambling  and  with  obtaining  money  with  which 
to  gamble;  irrational  thinking;  and  a continuation  of  the  behavior  despite  adverse  consequences” 
(Rosenthal,  1992,  page  73). 

A number  of  researchers  have  outlined  the  harmful  consequences  of  pathological  gambling,  and  some 
of  these  are  as  follow: 

• Pathological  gamblers  are  significantly  more  likely  than  recreational  gamblers  to  have:  defaulted  on 
debts  or  other  financial  responsibilities;  made  a suicide  attempt;  passed  bad  cheques;  lost  a job  due 
to  gambling;  borrowed  money  from  illegal  sources;  had  gambling  debts  paid  by  parents  or  friends 
(Custer  et  al,  1984). 

• Pathological  gamblers  suffer  an  inordinately  high  number  of  stress-related  emotional  and  physical 
disorders.  These  include  depression,  stomach  problems,  insomnia,  high  blood  pressure,  migraines 
and  skin  conditions  (Lorenz  and  Yaffee,  1988). 

The  term  “problem  gambling”  is  used  to  indicate  all  of  the  patterns  of  gambling  behavior  that 
compromise,  disrupt  or  damage  personal,  family  or  vocational  pursuits,  and  it  is  intended  to  include 
pathological  gambling  as  one  end  of  a continuum  of  gambling  involvement  (Lesieur  and  Rosenthal, 
1991).  This  term  includes  the  notion  that  pathological  gambling  is  a chronic  and  progressive  disorder 
as  well  as  the  assumption  that  there  are  clear  distinctions  between  pathological  and  social  gamblers. 

Problem  gambling  can  be  thought  of  as  including  a range  of  progressively  negative  impacts  in  a 
variety  of  life  areas.  It  covers  harmful  involvement  that  is  not  yet  dependency,  as  well  as  dependency. 

Following  are  some  signs  that  a person  may  have  a gambling  problem: 

• Spends  large  amounts  of  time  gambling. 

This  allows  little  time  for  family  and  friends. 

• Begins  to  place  larger,  more  frequent  bets. 

Larger  bets  are  necessary  to  ^et  the  same  level  of  excitement. 

• Has  growing  debts. 

The  person  with  a ^ ambling  problem  is  secretive  or  defensive  about  money,  and  may  borrow  money 
from  family  members  or  friends. 

• Pins  hopes  on  the  “big  win.” 

The  problem  gambler  believes  the  bipf  win,  rather  than  chan^in^  the  ^amblin£i  behavior,  will  solve 
financial  or  other  problems. 

• Promises  to  cut  back  on  gambling. 

The  problem  gambler  is  unable  to  reduce  or  stop  ^amblin^. 
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• Refuses  to  explain  behavior,  or  lies  about  it. 

The  person  with  a ^amblin^  problem  may  be  away  from  home  or  work  for  long  periods  of  time,  or  may 
make  an  unusually  high  number  of  personal  telephone  calls. 

• Feels  frequent  highs  and  lows. 

If  unable  to  gamble,  the  problem  gambler  misses  the  thrill  of  the  action  and  may  be  bad-tempered, 
withdrawn,  depressed  or  restless.  During  a winning  streak,  the  gambler  is  on  a “high.^^ 

• Boasts  about  winning. 

The  person  with  a gambling  problem  loves  to  relive  a win  but  will  make  light  of  losses  when  others 
express  their  concern.  Wins  and  losses  may  also  be  kept  a secret. 

• Prefers  gambling  to  special  family  occasions. 

The  problem  gambler  may  arrive  late  or  miss  family  events  such  as  birthdays,  school  activities,  and 
family  gatherings. 

• Seeks  new  places  to  gamble  close  to  home  and  away. 

The  problem  gambler  may  insist  that  evenings  out  or  even  family  vacations  be  at  places  where 
gambling  is  available. 

The  Effects  of  Gambling  on  Family  Life 

Respondents  in  the  study  Gambling  and  Problem  Gambling  in  Alberta  (January  1994)  were  asked  to 
provide  a general  description  of  their  family  situation,  and  to  comment  on  whether  gambling  was  a 
positive  or  negative  force  in  their  family  life. 

The  study  confirmed  that  pathological  gambling  leads  to  marital  strife  or  relationship  problems. 

The  majority  of  pathological  gamblers  found  their  family  lives  quite  stressful.  The  effects  of  gambling 
on  the  family  lives  of  pathological  gamblers  are  generally  negative.  The  only  time  gambling  was  seen 
in  a positive  light  was  when  they  won.  The  cold  reality  for  the  pathological  gambler,  however,  is  that 
wins  are  a rarity. 

In  addition  to  the  emotional  and  mental  turmoil  the  pathological  gambler  causes  the  family,  there  is 
the  heavy  impact  of  gambling  on  family  finances.  Many  pathological  gamblers  in  the  sample  in  the 
study  had  suffered  financial  setbacks  as  a result  of  their  gambling.  The  majority  said  they  lost  more 
than  they  won. 

Licensed  Gambling  in  Canada  and  Alberta 

Licensed  gambling  in  Canada  barely  existed  three  decades  ago,  and  now  it  is  a billion-dollar-a-year 
industry  that  continues  to  show  remarkable  growth.  Before  1965,  licensed  gambling  was  restricted  to 
church  basement  charity  bingos  and  raffles,  midway  games  of  chance  on  the  summer  fair  circuit,  pari- 
mutuel wagering  on  horse  races,  and  friendly  bets  between  individuals  where  there  was  no  in-house 
advantage-private  card  games,  office  pools  and  sports  wagers,  for  instance  (Campbell,  1991).  The 
liberalization  of  gambling  in  the  ensuing  three  decades  was  made  possible  by  two  Criminal  Code  of 
Canada  amendments-one  in  1969,  the  other  in  1986. 

In  the  1969  amendment,  lotteries  were  deemed  legal  if  authorized  by  either  the  federal  or  provincial 
governments,  and  the  terms  and  conditions  of  charity  gambling  were  broadened.  The  1986  revision 
ended  the  federal  government’s  legal  authority  for  conducting  lotteries,  leaving  them  exclusively  to 
provincial  jurisdictions.  The  provinces  were  also  granted  the  authority  to  manage  and  operate 
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mechanical  gambling  devices,  and  to  license  lotteries  and  games  that  involve  betting  and  pool  system 
betting  on  any  combination  of  sports  events  or  athletic  contests. 

Alberta  has  been  a pioneer  among  Canadian  provinces  both  in  introducing  new  forms  of  gambling 
and  in  fashioning  strict,  but  workable,  regulatory  controls.  Alberta  was  the  first  province  to  clearly 
move  into  government-regulated  casino  gambling  for  charitable  fund-raising  purposes.  In  the  late 
1970s,  Alberta  instituted  comprehensive  licensing  and  accounting  regulations  for  charity  gambling 
operations  that  were  replicated  by  many  other  jurisdictions  across  North  America.  The  Gaming 
Control  Branch  was  formed  in  1975. 

The  increased  public  demand  for  licensed  gaming  offerings  in  the  1980s  allowed  the  Alberta  gambling 
industry  to  flourish  and  involved  the  following  developments: 

• Lotto  6/49  was  established  and  Alberta  Lotteries  assumed  total  responsibility  for  ticket 
distribution  in  Alberta. 

• The  Alberta  Gaming  Commission  was  formed  in  1981,  making  it  the  first  of  its  Idnd  in  Canada. 

• In  1980  there  were  five  commercial-style  bingo  halls  in  the  province,  all  in  the  Edmonton  area. 

By  1989,  there  were  57  of  these  halls  across  Alberta.  In  1997,  there  were  62  bingo  association 
halls. 

• In  1980  the  first  permanent  casino  in  Alberta  was  opened  in  Calgary.  In  1989,  there  were  three 
permanent  casinos  each  in  Calgary  and  Edmonton.  By  1997,  there  were  17  permanent  casinos 
in  Alberta. 

Licensed  gambling  opportunities  continued  to  expand  in  1990  when  the  Western  Canada  Lottery 
Corporation  introduced  a sports  wagering  scheme  that  allowed  people  to  bet  on  the  outcome  of 
selected  sports  events.  British  Columbia,  Quebec  and  Ontario  lottery  authorities  soon  followed 
with  similar  sports  betting  formats.  These  ventures  came  as  a result  of  a reinterpretation  of  the 
term  “lottery  scheme”  as  outlined  in  the  Canadian  Criminal  Code.  In  1992  in  Alberta,  the  provincial 
government  introduced  video  lottery  terminals  as  the  newest  lottery  industry  product.  Alberta  had 
5900  VLTs  as  of  June  1997,  and  coin  slot  machines  are  also  now  in  use. 

The  horse-racing  industry  has  also  undergone  changes  over  the  past  decade.  The  industry  is  currently 
trying  to  combat  declining  attendance  and  wagering  totals  by  using  modern  technology  to  increase 
their  market  share.  These  advances  include:  simulcast  via  television  (i.e.,  races  broadcast  from  other 
tracks  so  that  both  live  and  televised  races  can  be  bet  on  at  the  same  time);  teletheatre  wagering, 
whereby  hotels  and  restaurants  can  take  bets  on  races  shown  via  on-site  television  monitors;  and  off- 
track telephone  account  betting.  Bill  5,  the  Racing  Corporation  Act,  established  the  Alberta  Racing 
Corporation  as  a private,  not-for-profit  corporation  empowered  to  direct  the  industry’s  overall 
marketing  and  management. 
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Beneficiaries  of  Gambiing  in  Aiberta 

The  main  direct  beneficiaries  of  regulated  gambling  in  Alberta  include: 

Individual  charities  and  religious  organizations 

To  be  considered  charitable,  organizations  must  exist  primarily  for  public  service  or  community 
benefit.  Membership  in  the  organization  must  be  voluntary,  and  the  executive  of  the  organization 
must  be  chosen  from  its  volunteer  base.  Activities  should  benefit  the  community  at  large,  rather  than 
the  self-interest  of  the  membership,  and  should  be  structured  on  a not-for-profit  basis.  Groups 
meeting  these  criteria  are  eligible  to  apply  for  licenses  to  conduct  and  manage  gaming  events. 
Gambling  revenue  has  become  vital  to  the  overall  operation  of  many  charities;  it  stabilizes  their 
budgets  and  allows  them  to  provide  their  worthwhile  programs  and  services. 

Individual  citizens  and  communities 

Many  Albertans  enjoy  participating  in  the  wide  range  of  gaming  activities  that  are  available 
throughout  the  province.  In  addition,  individuals  and  communities  benefit  from  the  Government  of 
Alberta’s  allocation  of  lottery  funds  to  a number  of  foundations,  organizations  and  programs  that  each 
have  their  own  specific  mandates.  These  funding  organizations  are,  in  turn,  responsible  for  channeling 
lottery  assistance  back  to  Albertans,  often  for  volunteer- driven  initiatives  operated  at  the  community 
level.  For  example,  in  one  year,  more  than  2,500  grants  totaling  over  $115  million  in  lotteries 
assistance  were  provided  to  culture  and  arts  groups,  libraries,  museums,  sport  and  athletic  events, 
wildlife  and  conservation  projects,  education,  health  care  and  wellness  initiatives,  seniors  groups, 
recreation,  tourism  historical  resources,  and  agricultural  fairs  and  exhibitions. 

Major  exhibitions  and  fairs 

These  events  are  often  involved  in  all  three  facets  of  licensed  gambling,  which  makes  them  partially 
dependent  on  gambling  funds  for  their  operations.  They  are  allowed  to  share  in  gambling  proceeds 
because  they  are  mandated  to  make  a contribution  to  agricultural  development  in  the  province, 
including  staging  annual  summer  festivals  that  celebrate  the  culture  of  the  local  community.  For 
promoting  these  objectives,  the  fairs  and  exhibitions  can  apply  for  gambling  licenses,  derive  proceeds 
from  lotteries,  and  profit  from  horse-racing  since  they  own  and  operate  the  major-horse  racing  venues 
in  the  province. 

Private  business  and  equine  industry 

Gambling  creates  thousands  of  jobs  in  the  province,  plus  there  are  economic  spin-offs  for  the  equine 
industry,  and  for  those  who  manufacture  and  sell  lottery  products,  service  gambling  machines,  and  for 
the  hotel  and  tourism  sector  who  are  aided  by  the  video  lottery  terminals  and  teletheatre  wagering  in 
their  establishments.  Taken  altogether,  licensed  gambling  constitutes  a substantial  industry  in  the 
province. 

Provincial  government 

Gambling-derived  funds  help  boost  the  economy,  keep  taxes  down,  and  provide  general  betterments 
for  the  public-at-large. 
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